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ABC® 

Five multiple skill level games 
let children ages 3-6 have fun 
while learning the alphabet. 

Easy as ABC brings the alphabet to 
life with jumping frogs, buzzing bees 
and soaring rockets. Children learn 
letter recognition, alphabetical 
sequence and upper and lower case 
letters. The more they play, the more 
they’ll learn! 


• Picture menus make it easy for 
children to use Easy as ABC on 
their own. . 

• Five unique games teach different 
alphabet skills in a variety of fun 
and engaging ways. 

• Multiple skill levels keep children 
motivated and allow for contin¬ 
uous learning at an individualized 
pace. 

• Suggestions are included to help 
extend your child’s learning both 
on and off the computer. 
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Meet the alphabet animals 
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Fly the bee to the honey 


Meet the alphabet animals 



Plot an alphabetic 
rocket course 



Make the frog jump 
and ribbet 
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To the Parents 


Learning the alphabet can be fun, especially when it 
is taught by jumping frogs, buzzing bees and soaring 
rockets. EASY AS ABC will teach children the alphabet 
in a series of five games that can be played without 
adult supervision before they know how to read. 

These games were carefully designed to develop 
your child’s ability to identify letters, put letters into 
alphabetical order, and match upper and lower case 
letters. As time goes by, speed and accuracy will 
improve. As you watch your children interact with the 
computer, you may see them begin to associate letters 
with sounds. And the new idea of how alphabet letters 
combine to form words is an exciting idea indeed! 

The team of educators and early child development 
specialists at Springboard Software has designed this 
addition to the Early Games Series to provide a 
complete and well-rounded alphabet experience. 
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Getting Started...Let’s 
Load the Program 


Apple 

1. Insert the Easy As ABC disk into the disk drive. 

2. Turn on the computer and the monitor. 

Commodore 64 

1. Turn on the disk drive, monitor and computer. 

2. Insert the Easy As ABC disk into the disk drive. 

3. Type LOAD “EASY AS ABC”, 8 and press the 
RETURN key. 

4. When READY appears on the screen, type RUN 
and press the RETURN key. 

Macintosh 

Making a working copy 

As a convenience to registered users, Easy as ABC 
is not copy-protected. Before you begin, make a 
working copy of the Easy as ABC disk. Refer to your 
Macintosh manual if you need help making a copy of 
a disk. Once you have made a copy, put the original in 
a safe place and work only with your copy. Please do 
not give a copy of Easy as ABC to anyone else; that is 
a copyright violation. 

1. Start your computer using your system disk. 

2. Insert the Easy as ABC disk and double-click the 
icon labeled Easy as ABC. 

800K disk users 

You can make your Easy as ABC disk a startup disk 
by dragging a copy of your current System and Finder 
files onto the Easy as ABC disk. 

Hard disk users 

To copy Easy as ABC onto your hard disk, simply drag 
a copy of Easy as ABC onto your hard disk. 
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IBM/Tandy & compatibles 

Making a working copy 

To protect your master disk, it is strongly 
recommended that you make a working copy. Consult 
your DOS manual if you are unsure how to copy a 
disk. After making a copy, put your master disk in 
a safe place. Don’t give a copy to anyone; that is a 
copyright violation. 

Running the program from a diskette drive 

1. Boot your system and get the DOS prompt (A>, for 
example). 

2. Insert the Early Games diskette into drive A. If 
running from a floppy, type A: [Enter], ABC [Enter] 

Installing the program on a hard drive 

1. Boot your system and get the DOS prompt (C>, for 
example). 

2. Enter MD\ABC and press [Enter], 

3. To copy the files from the diskette to the directory 
ABC, insert the diskette into the source drive and enter 
the copy command: 

Enter COPY A:*.* C:\ABCW and press [Enter], 

Running the program from a hard drive 

1. Boot your system and get the DOS prompt (C>, for 
example). 

2. Enter CD\ABC and press [Enter] to make ABC the 
current directory. 

3. Enter ABC and press [Enter] to start the program. 
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Creating a self-booting disk (3.5" diskette only) 

This example assumes you are booting from a hard 
drive and have two 3.5" drives. 

1. Boot your system and get the DOS prompt (C>, for 
example). 

2. Place a blank 3.5" disk in drive A and enter 
C:>FORMAT A:/S and press [Enter], This will format 
the disk and place the system files on your disk while it 
is being formatted. 

3. Copy the COMMAND.COM file from your boot disk. 
Enter C:>COPY C:\DOS\COMMAND>COM A:*.*. This 
copies the COMMAND.COM file from your boot disk to 
your new self-booting disk. 

4. Copy the files from your original Easy as ABC disk to 
your working copy. Place the original Easy as ABC disk 
in drive A and place the working copy of Easy as ABC 
in drive B and enter C:>COPY A:*.* B*.* and press 
[Enter], 

Quit to DOS 

Press [CTRL-W] to get word menu, then CTRL-Q to 
return to DOS (CTRL-Q does not work unless you are 
in the word menu). 
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General Instructions Cursor Movement 


The cursor in the Apple, Commodore and IBM 
versions of Easy As ABC is a small box which you move 
around the screen. In the Macintosh version of the 
program, the cursor is a pointer. 

If you are using a joystick, orient it so the cursor moves 
up when you push the stick forward, the cursor moves 
left when you push the stick to the left and so on. Press a 
joystick button to make a selection, pick something up 
or drop something. 

Special note for Commodore users: Commodore 64 
users must put the joystick into Port 2 for the 
program to work. 

If you are using a mouse, (Apple and Macintosh only) 
orient it so the mouse cable is pointing away from you. 
Press the mouse button to make a selection, pick 
something up or drop something. 

If you are using the keyboard, the cursor is controlled 
by the following keys: 

Apple -The arrow keys or the l,J,K,M keys 
Commodore -Thel,J,K,Mkeys 
Macintosh - Keyboard cursor control not available 
IBM - The arrow keys 


To make a selection, pick something up, or drop 
something using the keyboard: 

Apple - Press the spacebar 

Commodore - Press the spacebar 

Macintosh - Keyboard selection not available 

IBM - Press the spacebar 
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Sound on/off 


To turn the sound on and off: 

Apple - Press CTRL-S 

Commodore - The sound comes out of your television 
and is adjusted with its controls 
Macintosh -Press *S or select Sound on or off 

from the pull down menu 
IBM PC -Press the CTRL-S 


Upper and lower case 

You can alternate between upper and lower case when 
playing Match Letters, Dot To Dot, Leapfrog and Lunar 
Letters. The selected case will carry over into each 
game until you select the opposite case. 

To alternate between upper and lower case: 

Apple -Press CTRL-A 

Commodore -Press CTRL-A 
Macintosh -Press C or select UPPER or 

lowercase from the pull down menu 
IBM -Press CTRL-A 


Printing the screen (Macintosh only) 

In the Macintosh version of Easy As ABC, you can print 
any Easy As ABC screen. Think of all the fun pictures 
you can collect. Simply press the * P keys simultane¬ 
ously or select Print from the pull down menu. 
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Exiting the program 

To quit play in the Apple, Commodore and IBM 

versions of Easy As ABC, simply take the disk out of the 
drive and turn off the computer. 

To quit play in the Macintosh version of Easy As ABC, 
press the Q keys simultaneously or select Quit from 
the pull down menu. 
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Picture Menu The Picture Menu makes it easy for young children to 

select a game. They simply move the cursor to the pic¬ 
ture of the game they wish to play and press the 
spacebar, mouse button or joystick button. That begins 
the game! 






1 Match Letters 

2 Dot to Dot 

3 Leapfrog 

4 Lunar Letters 

5 Honey Hunt 



To return to the Picture Menu from within each game: 
Apple - Press the ESCape key 

Commodore - Press any of the four large 
function keys 

Macintosh - Press the M keys or select 
Menu from the pull 
down menu 

IBM - Press the ESCape key 
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Macintosh Menu Bar 


In addition to the Picture Menu, the Macintosh version of 
Easy As ABC contains a menu bar. The menu bar is 
positioned along the top of the screen and contains one 
menu titled: “Easy As ABC.” Choosing this menu gives 
you immediate access to each Easy As ABC game as 
well as various program options from any area of the 
program. 



Pulling down a menu: 

Position the pointer cursor on the “Easy As ABC” menu 
title located in the menu bar at the top of the screen. 
Without moving the mouse, press and hold the mouse 
button. Pressing the button while you are pointing to a 
menu title causes the title to be highlighted and a menu 
to appear. Selections that you are currently using or 
can’t use right now appear dimmed in the menu. You 
can release the button now, having just looked at the 
menu, without choosing a selection. When you release 
the mouse button, the menu disappears. 

Choosing a selection from a menu with the mouse: 

To choose a selection from the menu, you would posi¬ 
tion the pointer cursor again on the menu title in the 
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menu bar. This time, press the mouse button and hold it 
down while you drag the pointer to the desired selection, 
then release the mouse button. As you drag through the 
menu, each selection is highlighted in turn. When you 
release the mouse button-, you activate that selection. 

Choosing a selection from a menu using the keyboard: 
Each selection on the pull down menu has a keyboard 
command assigned to it for immediate keyboard 
access. To choose a selection, press the * key simul¬ 
taneously with the assigned letter or number key. You 
will immediately access that selection. For example, to 
access the Picture Menu from any place in the program, 
you would press the 36 M keys simultaneously. 

Macintosh menu selections 


Key 

Selection Command 

Function 

Menu 

* M 

-Go to the Picture Menu 

Match Letters 

38 1 

-Go to the Match Letters game 

Dot to Dot 

* 2 

-Go to the Dot to Dot game 

Leapfrog 

* 3 

-Go to the Leapfrog game 

Lunar Letters 

36 4 

-Go to the Lunar Letters game 

Honey Hunt 

36 5 

-Go to the Honey Hunt game 

Lower case 

38 C 

-Game is currently being 

UPPERCASE 

38 C 

played in upper case and you 
can change it to lowercase 
-Game is currently being 

Sound On 

38 S 

played in lower case and you 
can change it to upper case 
-Sound is currently off and you 

Sound Off 

38 S 

can turn it on 

-Sound is currently on and you 

Print Screen 

38 P 

can turn it off 
-Print the page currently 

Quit 

36 Q 

on the screen 
-Exit Easy As ABC 
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Overview of Games 
Included 


Individual Games 

Concepts & Skills 
Presented 

Match Letters 

■ Develops discrimination 
& matching skills with 
upper or lower case 
letters. 

■ Helps child learn 
alphabet shapes. 

■ Introduces initial sounds 
in words. 

Dot To Dot 

■ Encourages sequencing 
from beginning of 
alphabet. 

■ Reinforces recognition of 
upper or lower case 
letters. 

■ Challenges fine motor 
skills. 

Leapfrog 

■ Challenges child to 
sequence a series of 
three letters from 
anywhere in the 
alphabet. 

■ Reinforces recognition of 
upper & lower case 
letters. 

Lunar Letters 

■ Challenges alphabet 
sequencing skills. 

■ Encourages child to 
identify first letter from a 
series of six letters & 
then complete sequence. 

Honey Hunt 

■ Develops upper & lower 
case letter recognition 
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Playing the Games 


Match Letters 


Use the cursor to pick up letters at the bottom of the 
screen and match them to the letters in the name above. 
Each letter must be dropped onto the dash directly 
below the matching letter. The letters can be matched in 
any order. When you are finished, the picture will fill the 
screen. 

For more ideas, see Additional Activities to extend 
learning pg. 15. 

Dot To Dot 

Hidden among the dots on the screen is a colorful pic¬ 
ture. You can see it by using the cursor to identify the 
letters of the alphabet in their proper sequence. Simply 
put the cursor around the letter you think is next and 
select it with the selection key or button. If you are 
correct, the dots will be connected with a line. If you are 
wrong, you will be given a hint. 

The first pictures start with A, but after that, it gets 
tougher! The first letter can be from anywhere in the 
alphabet. 

For more ideas, see Additional Activities to extend 
learning pg. 15. 

Leapfrog 

Alphabetical sequence is taken a step further in 
Leapfrog. Here you must determine which letter the 
middle frog needs in order to complete the three letter 
sequence, then select the letter from the letters below. 
When you get the correct letter, the frog will know what 
to do with it. 

For more ideas, see Additional Activities to extend 
learning pg. 15. 
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Lunar Letters 

This is a challenging game. You must determine the 
proper alphabetical sequence of the letters at the 
bottom of the screen. Once you know which letter 
comes first, pick it up with the cursor and drop it 
anywhere you wish in the Universe. If you are correct, 
the planet Earth will appear. If you are wrong, a series of 
hints will help you learn howto be correct. Continue 
through the letters until all have been dropped into the 
Universe. At that point a rocket ship will blast off from 
Earth and follow the course you plotted with the letters 
until it reaches its final destination. 

For more ideas, see Additional Activities to extend 
learning pg. 15. 

Honey Hunt 

In this game, you can fly the honey bee with the mouse, 
joystick or keyboard! (Keyboard flying not available in 
Macintosh version) But can you guide the bee to the 
honey? Only the flower with the matching upper and 
lowercase letters has some honey. Can you fill up the 
hive? 

For more ideas, see Additional Activities to extend 
learning pg. 15. 
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Additional Activities To 
Extend Learning Both 
On & Off The Computer 


Age Range: 3-6 

Easy as ABC was created to be the ultimate alphabet 
skills game. Most children become interested in letters 
during the preschool years and Easy as ABC offers 
engaging activities that reflect their interests and 
abilities. Some children will be able to play Easy as 
ABC before they are three years old with adult support. 
Others will continue to enjoy the games beyond the 
preschool years. Each child learns at a different rate, 
so please don’t consider the age ranges as a rigid 
timetable. Watching your child play Easy as ABC will 
provide you with an insight to your child’s progress in 
learning alphabet skills. 


Easy as ABC was originally designed to enable young 
children to play on the computer without adult super¬ 
vision. Although this is still one of its most important 
qualities, we recognize that many parents would like 
to be involved with their child while playing on the 
computer. We have suggested a number of ways that you 
and your child can interact with each other using each 
of the games. These activities reinforce and extend the 
learning objectives of each of the games while enabling 
parent and child to work, play, and learn together. The 
best learning occurs when everyone is relaxed and 
having a good time, so have fun! 
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Letter Match 

Purpose: 

Attending to shape and direction is essential to being 
able to discriminate one alphabet letter from another. 
Children must learn to focus on minor but significant 
differences in letters. The addition of only one line 
makes “F” and “E” different letters. Some differences 
in letters are even more confusing: a child knows that 
no matter which direction an object is turned, it still 
remains the same object. This is not true of letters—if 
an “M” is turned upside down, it is no longer an “M;’ 
it becomes “W.” 

Letter Match is designed to provide an opportunity for 
children to study, attend to, and learn the letter shapes. 
You can set the computer so your child can practice 
matching either upper or lower case letters by pressing 
CTRL-A(88Cwith the Macintosh). If a joystick or mouse 
is used to play Letter Match, the game provides children 
with a challenging fine motor activity as they must pick 
up and drop letters by manuevering the cursor around 
the screen. 

Activities to extend learning on the computer: 

1. Label the word to be matched when it appears on 
the screen. 

2. Point to each letter in the word and label it. You will 
need to do this for your child until he or she can do it 
alone. This is an important exercise because it provides 
the spoken letter in association with its written form. 
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3. To help your child learn the phonetic sound that the 
initial letter represents, try to generate a list of words 
that begin with the same sound. Stay away from blends 
that change the way the letter sounds. For example, the 
“c” sound in “cat” is much different than the “c” sound 
in “cheetah” Words like “car” “cow’,’ and “cotton” 
would be more appropriate. Giving a lot of examples 
helps the child generalize the phonetic sounds to other 
words. This will help when your child is learning to 
sound out simple words when reading. 

4. Take turns picking up letters and moving them to 
their matching slot. 

Activities to Extend Learning in the Environment 

1. Alphabet Pockets. This activity provides experiences 
in matching letters, identifying letters’ names, and begin¬ 
ning phonetic in recognition. Get 26 library pockets 
(available at most office supply stores) and place a letter 
on each of them. Glue them to a large piece of tagboard 
in alphabetical sequence, left to right, top to bottom. To 
help reinforce matching skills, provide the child with 
small pieces of paper or tongue depressors with a letter 
printed on each. These can then be slotted into the cor¬ 
responding pocket. To teach initial sounds, have a 
selection of pictures that begin with the letter sounds 
the child has learned on the computer. Encourage your 
child to sort them into the library pockets and speak the 
words aloud. If making 26 pockets sounds a little over¬ 
whelming, begin with less letter pockets. This will also 
simplify the task for your child. Many schools suggest 
the following order when teaching consonant sounds: 
t, c, b, x, I, r, x, p, n, f, h, d, m, k, z, j, y, w, g, q, v. 
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2. Word lists. List words that begin with the letter 
printed at the top of a sheet of paper. To make this 
more game-like, try to think of a category like “things 
to take on a picnic” “things to take on a trip” or “things 
to do on a Saturday” with which the letters must begin. 

3. Have your child draw or paste pictures beginning 
with a certain letter. You may want to collect these in a 
loose-leaf notebook so your child can browse through it. 

4. Have a letter snack. Raid the kitchen for items 
that begin with a certain letter. A “c” snack could 
be cookies, crackers, and cranberry juice. 

5. Letter treasure hunt. Tape up letters around 
the house and give your child a collection of letters 
to match the ones that you have placed. When all the 
letters have been found, an appropriate treasure should 
be awarded. Turn about is fair play. Let your child hide 
the letters around the house to see if you can find 
them all. 
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Dot-to-Dot 

Purpose 

Dot-to-Dot helps develop knowledge of the alphabet 
sequence, reinforces letter recognition and challenges 
fine motor skills. The game also helps children attend 
to important information while screening out the irrele¬ 
vant, in this case extra dots and letters. Knowledge of 
the alphabet sequence lays the foundation for later skill 
development in alphabetizing and use of a dictionary. 
Fine motor skills are developed when the child plays 
Dot-to-Dot with a joystick. Dots have been placed close 
enough to each other to challenge attending abilities 
but far enough apart to prevent frustration. We have 
designed Dot-to-Dot to be particularly effective on the 
computer as hints are supplied as they are needed. 

Activities to extend learning on the computer: 

1. When going through the alphabet sequence slowly, 
children often lose their place. Encourage your child to 
sing the ABC song if he or she is having difficulty 
deciding which letter comes next. This is a helpful 
memory device for most children. 

2. Try to guess what the picture will become before 
all the dots have been connected. This is not easy and 
provides a brain teasing activity for both of you. 

3. Using the joystick or mouse is challenging before 
you’ve had a lot of practice with it. The game has also 
been programmed so that the keyboard can be used on 
the Apple, Commodore and IBM computers. Some con¬ 
soles are equipped with arrows; these will move the 
cursor accordingly. If your console does not have the 
arrows, the i, j, k and m keys will move the cursor around 
the screen. 
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4. You can control whether the child practices upper or 
lower case letters by pressing the CTRL-A (* C with the 
Macintosh). This can be done in the middle of the game, 
too. 

Activities to extend learning in the environment: 

1. Any activity to reinforce the alphabet sequence 
will help your child with Dot-to-Dot. Try to think of a 
word for each letter in the alphabet, in sequence, 
and write it down. 

2. Sing the alphabet song often. If the child is well- 
acquainted with the song, try stopping in the middle 
so that your child can guess the next letter. 

3. Expand your child’s attending abilities by having 
him or her select a predetermined object from an array. 
The more objects that are involved, the more difficult 
the task becomes. For example, have your child look for 
something in his or her room. If you have magnetic 
alphabet letters, place all of them on the refrigerator 
door and call out letters to find. (This would be particu¬ 
larly effective if your child finds the letters in sequence.) 

4. Homemade dot-to-dots are easy to make. Find 
a favorite line drawing (a coloring book is a good 
source), place a piece of paper over the drawing, plot 
dots with letters along the outline, and then have your 
child join the alphabet dots. You may have to draw in 
some interior lines so that the child can tell what it is after 
connecting all the dots. The finished picture can be 
colored. If your child really enjoys dot-to-dots, this same 
activity can be done with numbers. 
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Honey Hunt 

Purpose 

Honey Hunt is designed to teach upper and lower case 
letter recognition. Some alphabet pairs like “X” and 
"x” are easy to associate; other letters like “A” and “a” 
are not quite so obvious. When children learn to read, 
they will have to become familiar with both upper and 
lower case letters-Honey Hunt is a delightfully fun way 
to learn the combinations. Some of the associations 
will be learned through trial and error; the bee is 
very patient with beginners so your child won’t 
get discouraged. 

Activities to extend learning on the computer: 

1. If your child is having difficulty finding the correct 
pair, encourage him or her to eliminate pairs that are 
not correct before guessing. This is an effective 
strategy for this game and one that should be help¬ 
ful when solving other problems, too. 

2. Slow your child’s response time if it appears as 
though random guessing is occuring. Point out signifi¬ 
cant features so he or she has a chance to really study 
the letters. 

3. Have your child trace the letter shapes with a finger. 
This will help reinforce the shapes and placement of 
lines and curves in the letters. 
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Activities to extend learning in the environment: 

1. Make 52 cards-26 with upper case letters and 26 
with the lower case letters. Play a “go together” game 
using these cards. Lay either the upper case or lower 
case cards face up and then find the corresponding 
letter from the remaining pile. When the child is first 
learning the combinations, you may want to use fewer 
cards to match. 

2. Play a game of concentration using the deck 
of upper and lower case cards. Not only does this 
reinforce upper and lower case letter recognition but 
also challenges your child’s memory. Spread the cards 
face down and then take turns choosing pairs that you 
think might go together. If you are right, take another 
turn. If you are wrong, turn the cards face down again, 
wait for another turn, and let someone else have a turn. 
If this seems too difficult for you or your child, use less 
letters pairs when playing. 

3. Make labels for some of the objects in your house. 
Print labels in both upper and lower case letters. 

4. Look through a newspaper with your child and point 
out upper and lower case letters and words. Point out 
that many words are a combination of upper and lower 
case letters. Your child may want to cut out words and 
categorize them according to whether they are all 
upper case, all lower case, or a combination of 
upper and lower case letters. 
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Leapfrog 

Purpose 

Leapfrog is designed to challenge your child’s 
knowledge of the alphabet sequence. It is different 
from Dot-to-Dot because it isolates a series of three 
letters from anywhere in the alphabet sequence. In 
order to make the frog leap, the child must choose the 
appropriate letter from the scrambled alphabet array at 
the bottom of the screen. This activity will also help 
sharpen attending skills because the child must 
discriminate differences among the letters in order 
to choose the correct response. 

Activities to extend learning on the computer: 

1. Use the alphabet card as a study guide until your 
child is familiar with the alphabet sequence. Remove 
the card to make the game more challenging. 

2. When your child is having difficulty choosing the 
correct answer in the sequence, encourage the use of 
the ABC Song as a memory device. 

3. If an incorrect response is chosen, the letter will 
disappear from the screen. This means that the child 
will eventually determine the correct response through 
trial and error. If it appears as though answers are 
being selected randomly, try to slow down your child so 
he or she will think about which response is most likely. 

4. Press CTRL-A (C with the Macintosh) so that your 
child can practice sequencing in both upper and lower 
case letters. 
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Activities to extend learning in the environment: 

1. Using the alphabet card, take turns covering one 
letter and then trying to guess which letter is missing. 
Make it harder by covering 3 or 4 letters close together. 

2. When you are out walking, assign a letter to each 
step. Stop suddenly and have your child guess which 
letter comes next. This is also a good game to play 
when climbing stairs. 

3. Make an alphabet deck of cards. Give your child two 
of three cards in the alphabet sequence (for example, g 
and i). Let your child name the missing letter. If this is 
too difficult, give the child a set of cards from which to 
choose an answer (for example, t, e, r, h). 


24 


Lunar Letters 

Purpose 

Lunar Letters was created to challenge sequencing 
skills. A scrambled alphabet sequence of six letters 
will appear at the bottom of the screen. The child must 
be able to identify the first letter and complete the 
sequence in order to get the spaceship from the moon 
to a nearby planet. This is a difficult activity so clues 
are provided if your child needs them. Lunar Letters is 
especially fun because the child can place the letters, 
and thus the spaceship’s pathway, anywhere on the 
screen. After the sequence is completed, the ship 
travels via the alphabet letters to reach the planet. 
Then the letters will unscramble at the bottom of the 
screen to reinforce the idea of reading from left to right. 

Activities to extend learning on the computer: 

1. Use the alphabet card as a study guide. 

2. One of the most difficult tasks in Lunar Letters is to 
identify the first letter in the sequence. Encourage your 
child to consider each letter before selecting one to 
launch the ship. 

3. The first clue that Lunar Letters offers is a listing 

of the alphabet below the scrambled sequence. Show 
your child how to use this device to help determine the 
letter needed to start the game. Have your child find 
each letter in the scrambled sequence on the alphabet 
list and then identify which letter is closest to the 
beginning of the alphabet. 
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4. A fun way to share the game is to take turns placing 
letters around the screen. 

5. Press CTRL-A (* C with the Macintosh) so that your 
child can practice sequencing in both upper and lower 
case letters. 

Activities to extend learning in the environment: 

1. Write letters on a sidewalk with chalk to create your 
own alphabet paths. Either walk from letter to letter or 
chalk in lines indicating the alphabet sequence. If you 
are fortunate enough to live by a beach, this same 
activity is lots of fun to do in wet sand. 

2. Write the alphabet letters on slips of paper. Choose 
three, four, or more sequential letters to practice 
alphabetizing them. 

3. To reinforce the idea of creating your own pathways, 
place a series of dots around a piece of paper. Your 
child can join them in any way to either create a picture 
or an interesting series of lines. Trying to join the dots 
will help develop fine motor control. 
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Springboard License 
Agreement 


CAREFULLY READ ALL THE TERMS AND 
CONDITIONS OF THIS LICENSE BEFORE USING 
THIS SOFTWARE. USING THIS SOFTWARE 
INDICATES YOUR AGREEMENT TO THE 
FOLLOWING TERMS AND CONDITIONS. IF YOU 
DO NOT AGREE TO BE BOUND BY SUCH TERMS 
AND CONDITIONS, DO NOT USE THIS 
SOFTWARE. PROMPTLY RETURN THIS PACKAGE 
AND OTHER ITEMS THAT ARE A PART OF THIS 
PRODUCT TO YOUR PLACE OF PURCHASE AND 
YOUR MONEY WILL BE REFUNDED. 

1. License Grant. In consideration of payment of the 
license fee, which is a part of the price you paid for 
this product, Springboard Software, Inc. as Licensor, 
grants to you, the Licensee, a nonexclusive license to 
use and display this copy of a Springboard software 
program (the “Software”) on a single computer at a 
single location. Springboard reserves all rights not 
expressly granted to Licensee under this License. 

2. Software Ownership and Title. As the Licensee, 
you own the physical media on which the Software 

is originally or subsequently recorded or fixed, but 
Springboard retains title and ownership of the 
Software recorded on the original disk copy and all 
subsequent copies of the Software, regardless of the 
form or media in or on which the original and other 
copies may exist. This License is not a sale of the 
original Software or any copy thereof. 

3. Copy Restrictions. This Software and the accom¬ 
panying written materials are copyrighted. Unauthor¬ 
ized copying of the Software, including Software that 
has been modified, merged, or included with other 
software, or of the written materials is expressly for¬ 
bidden. You may be held legally responsible for any 
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copyright infringement that is caused or encouraged 
by your failure to abide by the terms of this License. 
Subject to these restrictions, you may make one copy 
of the Software solely for backup purposes. You must 
reproduce and include the copyright notice on the 
backup copy. 

4. Restrictions on Use. As the Licensee, you may 
physically transfer the Software from one computer to 
another provided that the Software is used on only 
one computer at a time. You may not electronically 
transfer the Software from one computer to another 
over a network. You may not distribute copies of the 
Software or accompanying written materials to others. 
You may not modify, adapt, translate, reverse engineer, 
decompile, disassemble, or create derivative works 
based on the Software. You may not modify, adapt, 
translate, or create derivative works based on the 
written materials without the prior written consent 

of Springboard. 

5. Transfer Restrictions. The Software is licensed 
only to you, the Licensee, and may not be transferred 
to anyone without the prior written consent of Spring¬ 
board. Any authorized transferee of the Software shall 
be bound by the terms and conditions of this License. 
In no event may you transfer, assign, rent, lease, sell, 
sublicense, or grant other rights in all or any portion of 
the Software or any copy except as expressly provided 
for in this License. Any attempt to grant such rights in 
violation of this License is void. 

6. Termination. This license is effective until termi¬ 
nated. You may terminate it at any time by destroying 
the Software together with all copies and all docu¬ 
mentation in any form. This License will terminate 
automatically without notice from Springboard if you 
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fail to comply with any term or condition of this 
License. Upon termination you shall destroy the 
written materials and all copies of the Software, 
including modified copies, if any. 

7. Limited Warranty, Lifetime Replacement and 
Disclaimer. Springboard warrants to you, the original 
Licensee, that the diskette on which the Software is 
recorded is free from defects in material and work¬ 
manship for as long as you own the diskette. If during 
that period you cannot properly load the program, you 
may return it together with proof-of-purchase date and 
$5.00 to cover shipping and handling to Springboard 
for replacement, provided that the Software is then 
currently being manufactured by Springboard. This 
Lifetime Replacement ; s the sole remedy available to 
you in the event the diskette contains any defects. 

Returns should be sent to: Springboard Software, Inc. 

7808 Creekridge Circle 

Minneapolis, MN 55435. 
THIS LIMITED WARRANTY IS IN LIEU OF ALL 
OTHER EXPRESS WARRANTIES ON THE 
DISKETTE. THE SOFTWARE IS LICENSED ON AN 
“AS IS” BASIS WITHOUT WARRANTY, AND SPRING¬ 
BOARD HEREBY SPECIFICALLY DISCLAIMS ALL 
EXPRESS AND IMPLIED WARRANTIES INCLUD¬ 
ING, WITHOUT LIMITATION, ANY WARRANTY OF 
MERCHANTABILITY OR FITNESS FOR A PAR¬ 
TICULAR PURPOSE. ANY WARRANTIES WHICH 
ARE NOT SO EXCLUDED ARE LIMITED IN DURA¬ 
TION TO THE DURATION OF THE LIMITED 
WARRANTY STATED ABOVE. IN NO EVENT SHALL 
SPRINGBOARD OR ANY OTHER PARTY WHO HAS 
BEEN INVOLVED IN THE CREATION, PRODUCTION 
OR DELIVERY OF THE SOFTWARE BE LIABLE 
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FOR ANY INDIRECT, SPECIAL OR CONSEQUEN¬ 
TIAL DAMAGES, WHETHER RESULTING FROM 
DEFECTS IN THE DISKETTE, OR ARISING OUT OF 
THIS LICENSE, OR RESULTING FROM THE USE, 
THE INABILITY TO USE, THE RESULTS OF US, THE 
DOCUMENTATION OR PERFORMANCE OF THE 
SOFTWARE LICENSED HEREUNDER. IN ANY 
CASE, SPRINGBOARD’S LIABILITY FOR ANY 
CLAIM REGARDING THIS SOFTWARE IS LIMITED 
TO THE ORIGINAL PURCHASE PRICE PAID BY 
YOU, THE ORIGINAL LICENSEE. 

Some states do not allow limitations on how long an 
implied warranty lasts, so the above limitation may not 
apply to you. Some states do not allow exclusion or 
limitation of incidental or consequential damages, so 
the above exclusion may not apply to you. This 
warranty gives you specific rights, and you may also 
have other rights which vary from state to state. 

8. General. The internal laws of the State of 
Minnesota shall govern this License. The invalidity 
or unenforceability of any provision of this License 
shall not affect the other provisions hereof. This 
License constitutes the entire and exclusive agree¬ 
ments and proposals between Springboard Software, 
Inc. and you with regard to the Software and any 
other items contained in this package. 
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Available in the following formats: 
Macintosh 512KE, Plus, SE, II 
Apple lie, lie, IIgs, lie Plus 
IBM/Tandy & compatibles 
Commodore 64 


©1985,1988, Springboard Software 

Springboard Software 
7808 Creekridge Circle 
Minneapolis, MN 55435 
(612) 944-3912 

This manual and the software it describes may not be 
reproduced in whole or in part, in any form, whatsoever 
without the written permission of Springboard Software. 

Apple and Macintosh are registered trademarks of 
Apple Computer, Inc., IBM, Tandy and Commodore 
are registered trademarks of International Business 
Machines Corporation, Tandy Corporation and 
Commodore Electronics, Ltd., respectively. 


0109 


31 




















Springboard Software 

7808 Creekridge Circle 
Minneapolis, Minnesota 55435 








